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Rgo UJizARp EncountEK§ 

Deepwood Copse 

The natural world is a powerful thing. Given enough time, it will reclaim any area. It can also 
change and mutate to suit its surroundings, developing new defences to ward off predators or new 
abilities to hunt prey. Some plants have developed carnivorous tendencies, while certain creatures 
have evolved means of blending in with their surroundings. Nature is deadly and dangerous, dealing 
with those that disrespect it with a cold disconnect that can lead to brutal results. Today's encounter 
explores this idea, of nature developing violent and horrific ways of defending itself. 

This is designed to be a difficult encounter for players of approximately level 12-13. 

Background 

The jungle will always reclaim its territory, twisting and contorting itself to become ever 
more dangerous. In the deepest parts of the forest, where men have yet to desecrate, there grow 
creatures and vegetation never before encountered by humans and elves alike. In these lost swathes 
of land, nature itself has reformed itself into nightmarish perversions of the natural world, capable 
of slaughtering groups of mortals at a time. 

Encounter 
Stage 1 

As the players approach the clearing, read or paraphrase the following: 

"The jungle here is thick and dense, the air growing heavier the further you walk. You can 
feel the oppression of the trees around you, watching your every step. The path disappeared long 
ago, leaving you stranded with nary a clue of direction. 

Ahead of you a clearing can be seen through the twisted and gnarled trunks, giving you a 
respite of light and unfettered air. As you step closer, you see what looks like a haze in the glade that 
begins to dissipate once it reaches the trees. The shafts of sun light illuminate this area beautifully, 
giving it an almost radiant glow. 

As you walk further between the trees, you realise that the haze is actually small spores, tiny 
particles floating idly in the air. Across the clearing you see a large plant-like creature, its head slowly 
raising to notice you. As it does, you hear a snap behind you and turn to realise that the trees are 
now walled between with thick vines, barring your exit from this area. The creature likewise 
immediately conjures vines around itself that solidify and harden, as it bellows at you with a deep, 
earth-shaking roar." _ 

This encounter is broken up into two stages, each of which play out differently. The first 
thing to note is that the spores in the air are harmful to any creature not immune to poison. These 
are described in the lair actions of the vinehemoth below. The rest of the stat block for the 
vinehemoth will be the crux of stage two. 

During this stage, the vinehemoth is trapped inside its vine wall and only uses its action to 
summon Fungal Husks to attack any living creature in its area. If there are non-living creatures within 
range, such as constructs or undead, it is more concerned with those that are living, but will return 
to these other creatures later. It is more interested in killing what it can eat first. During this stage, 
the vinehemoth generates ld4-l (minimum 1) Fungal Husks on its initiative count every round and 
takes no other actions. The vinehemoth takes no other actions and can't move. 
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The Fungal Husks are the key to getting past this stage. When a husk is killed, it explodes in a 
cloud of spores, forcing all creatures within 5 ft. of it to make a DC 15 Constitution saving throw or 
gain the poisoned condition. As each husk is killed, a small crystal drops from its core, bouncing on 
the ground. These crystals are required to break the shield surrounding the vinehemoth. As each 
crystal falls, roll a d4. On a 1-3, the crystal is mostly dull and lifeless, largely devoid of the magic that 
brought these creatures to life. These crystals are largely useless to the PC's, though they are with 50 
GP each to the right buyer. On a 4, the crystal grows bright with verdant energy. If a player shatters a 
charged crystal, cracks begin to form in the hardened shield surrounding the vinehemoth. It takes 3- 
5 crystals to break this shield, depending on how the PC's are faring. For the duration of this stage, 
the vinehemoth is immune to all damage not caused by a critical hit, which is reduced by half. 

Stage 2 

Once the players have destroyed enough crystals, the cracks in the wall of vines become too 
much and it shatters outward, dealing 4d4 piercing damage to all creatures within 10 ft. of it and 
leaving the vinehemoth stunned until the beginning of its next turn. When the vinehemoth recovers 
itself, it launches a frenzied attack on all living creatures it can see, not stopping until it dies, or its 
attackers do. 

Once the vinehemoth is defeated, the spores surrounding the copse dissipate and the vine 
walls between the trees retract, allowing free passage once more. Any Fungal Husks still remaining 
at this stage also fall lifeless to the ground. 


Creatures 

Fungal Husk 

Medium undead, unaligned 

Armor Class 8 
Hit Points 25 (4dl0 + 9) 

Speed 30 ft. 

STR DEX CON INT WIS CHA 

13 (+1) 6 (-2) 16 (+3) 3 (-4) 6 (-2) 5 (-3) 

Saving Throws WIS +0 
Damage Immunities Poison 
Condition Immunities Poisoned 
Senses Darkvision 60 ft., Passive Perception 8 
Languages - 
Challenge 2 (450 XP) 

Spore Cloud. When a husk is killed, any living creature within 5 feet of the husk must succeed on a 
DC 15 Constitution saving throw or gain disadvantage on attack rolls, saving throws, and ability 
checks for 1 minute. A creature can repeat the saving throw at the end of each of its turns, ending 
the effect on it early with a successful save. 

Actions 

Multiattack. The husk makes two slam attacks. 

Slam. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 8 (2d6 + 1) bludgeoning damage. 
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Vinehemoth 

Large monstrosity , neutral evil 

Armor Class 18 Natural Armour 
Hit Points 150 (12dl2 + 72) 

Speed 30 ft. 

STR DEX CON INT WIS CHA 

17 (+3) 11 (+0) 22 (+6) 7 (-2) 13 (+1) 5 (-3) 

Saving Throws STR +8, CON +11 
Skills Perception +6 

Damage Resistances Bludgeoning, Piercing 

and Slashing from Nonmagical Attacks 

Damage Immunities Poison 

Condition Immunities Charmed. Poisoned 

Senses Passive Perception 16 

Languages -- 

Challenge 15 (13,000 XP) 



Fungal Form. Whenever the vinehemoth is hit with a melee attack, the attacker must make a DC 15 
Constitution saving throw or take ld6 poison damage. 

Grasping Vines. As an action, the vinehemoth summons roots from the ground to entangle up to 
three target creatures. Targeted creatures must succeed on a DC 15 Strength saving throw or be 
restrained. As an action, restrained creatures can attempt to make a DC 15 Strength (Athletics) check 
to break free. This lasts for one minute or can be ended by the vinehemoth as a bonus action. 
Natural Defence (Recharge 6). As an action, the vinehemoth can surround itself with an 
impenetrable wall of vines that lasts until the beginning of its next turn. While the wall is up, the 
vinehemoth can take no actions except legendary actions and its movement speed is reduced to 0, 
but it gains immunity to all non-magical damage and is counted as having total cover. The wall is 
summoned away from its body, creating a 5 ft. gap between itself and the wall. The vinehemoth 
cannot use this ability if a creature is within 5 ft. of it. 

Legendary Resistance (3/Day). If the vinehemoth fails a saving throw, it can choose to succeed 
instead. 


Actions 

Multiattack. The vinehemoth can make 3 slam attacks. 

Slam. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 10 (2d6 + 3) bludgeoning damage. 
Reactions 

Cloud of Spores. When the vinehemoth takes damage from an attack, it can use its reaction to 
release a thick cloud of spores. The next attack made against it is made with disadvantage. 

Legendary Actions 

The vinehemoth can take 3 legendary actions, choosing from the options below. Only one legendary 
action option can be used at a time and only at the end of another creature's turn. 

The vinehemoth regains spent legendary actions at the start of its turn. 

Choking Spores (Costs 3 Actions). The vinehemoth agitates the spores drifting in the air. All 
creatures within the spores must make a DC 15 Constitution saving throw. On a fail, they take 3dl2 
poison damage and 2d6 necrotic damage and gain the poisoned condition. On a success, they take 
half damage. 
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Drain Life (Costs 2 Actions). Each creature within the spores of its glade must make a DC 15 
Constitution saving throw or take 2d6 necrotic damage. The vinehemoth regains hit points equal to 
half of the total damage dealt in this way. 

Spawn Husks (Costs 1 Action). The vinehemoth summons ld4 fungal husks from the ground around 
it. Summoned husks act immediately after the vinehemoth's turn. 

Lair Actions 

On initiative count 20 (losing initiative ties), the vinehemoth can take a lair action to cause one of 
the following effects: 

• Each creature in the vinehemoth's lair must make a DC 15 Constitution saving throw, taking 
2d6 poison damage on a fail or half as much on a success. 

• The spores become thicker. Any creature within 15 ft. of the vinehemoth must make a DC 15 
Constitution saving throw. If they fail, all ranged attacks until the beginning of their next turn are 
made with disadvantage. 


Hap 
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